Problem of Ecological Validity in Experimental Gambling Research
Level of arousal different between actual gambling situation & laboratory setting (Anderson & Brown, 1984) .
Previous laboratory gambling simulations often bear little resemblance to real gambling situations (Wildman, 1997) Craving is a strong subjective drive to use a substance (APA, 1994, p. 192) Studies have shown drug craving/urges predict relapse (Sayette et al., 2000) . Previous research has shown the utility of Virtual Reality in eliciting urges among smokers (Baumann & Sayette, in To our knowledge, first use of a virtual reality simulation to study gambling behavior in pathological gamblers.
